Rules for “NumberBoard” 
v1.1.2 


The Game, in a Nutshell: Roll the dice, and move around the board, using your knowledge of 
arithmetic to maximize your score. 


Number of Players: Technically 1+, but the game is much more interesting with 2+. The more, the 
merrier! Ten, however, might be pushing it ;-). 
Materials: Paper, pencil(s), 2 six-sided dice, calculator (optional) 


Game Setup 


Before playing, someone should draw up a game board on paper. An example of a game board: 
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Elements of the Game Board 


ie | This is the start square. All players start here. If a player lands on this square, nothing happens. 


[5 | 0] -2| These are number squares, the main squares you will encounter on most boards. If a 


player lands on a number square, he will receive the number of points on that square. For example: 


Player's Score Number on Number Square Player's New Score 
10 5 15 
8 0 8 
all 5 
1 —5 —4 


Note: Players can have negative scores! 


This is a multiplier square. If a player lands on a multiplier square, her score will be multiplied 
by the number on that square. For example, if Kara had 19 points, and landed on the multiplier square 
with “2x” on it, her new score would be 38. 


Hint: Multiplier squares are good, if your score is positive. They do nothing, if your score is zero. They 
are BAD, if your score is negative! 


This is a divider square. If a player lands on a divider square, his score will be divided by the 
number on that square. For example, if Simon had 10 points, and landed on the divider square with 


“+2” on it, his new score would be 5. If Simon had 9 points, his score would be 4s : 


Note: Players can have scores with fractions in them! If you don't want to use fractions, take the floor 
of a player's score after each step in the process of calculating it. The floor of a number is the largest 
integer that is less than or equal to that number. For example: 
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Hint: Divider squares are bad, if your score is positive. They do nothing, if your score is zero. They are 
GOOD, if your score is negative! 


This is a pick square. If a player lands on a pick square, she gets to move to ANY square on the 
board that is not a pick square. The square that she picks is called her destination square. After she 
moves to her destination square, she acts as if she has landed on that square. 


Note: A player can pick the board's start square as her destination square. She can also pick a 
destination square that other players currently occupy. 


R| This is a reset square. If a player lands on a reset square, his score gets reset to 0. 


Hint: Reset squares are bad, if your score is positive. They do nothing, if your score is zero. They are 
GOOD, if your score is negative! 
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Arrows indicate which way players move around the board. 


Gameplay 


Once the players have assembled, they should set the game's parameters before starting a new game. 
First, they should decide how many turns the game will last for. You can call this number N. A turn is 
completed when every player has completed one move. Then, they should decide whether scores will 
be allowed to contain fractions, or whether they will be floored after each step in their calculation. (For 
the meaning of “floor”, see the part on “divider squares” above.) 


After the players have agreed on a set of parameters, they should somehow decide the order in which 
they will make their moves. Then, each player should make his or her mark (in LIGHT pencil!) near 
the start square of the board (the one with a dot in it). A player's mark can be her player number 
(example: 2, for the player who goes second), the first letter of her name (example: K, if her name is 
Kate), or any other symbol that is appropriate, and that won't get confused with another player's mark. 
Finally, make a table of some sort for keeping track of everyone's scores. Each player starts with a 
score of 0. 


How each player makes his or her move: 


* Roll the two dice. 

* Move your mark by one of the following numbers of spaces in the direction indicated by the 
arrows on the board: 

The number on one of the dice. 

The number on the other die. 

The sum of the numbers on the two dice. 

For example, if you roll a 2 and a 6, you can move 2, 6, or 8 spaces. 

Note: If you roll two of the same number, you have fewer move choices. 

Note: To move, erase your mark, and then rewrite it near the square on which you landed (In 

LIGHT pencil! Please! To avoid causing damage to the paper by the repeated writing and 

erasure of marks.) Alternatively, you can use game pieces as your marks, in lieu of pencil 

marks. 

* Once you land on a square, perform the action(s) indicated by the symbol(s) on that square (see 
the section on Elements of the Game Board above). 
© If you are flooring your score, take the floor of your score after this step and before the next 

step! 
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¢ If you have just landed on a square that is already occupied by one or more players, you get to 
join them on that square. Then, the fun part happens! 
© Every player now on that square receives a score that is equal to the average of their current 
scores. 
© To compute the average of a set of scores, add them up, and then divide that sum by the 
number of scores in the set. For example: 


Set of Scores Average 
10, 20 15 
2 
3- 
2,4,5 3 


© If you are flooring your scores, take the floors of the scores of EVERYONE on that square 
after this step! 


The players always move in the order they decided at the beginning of the game. When every player 
has made one move, one turn has been completed. Once N turns have been completed (For the meaning 
of N, see the first paragraph of the section on Gameplay above.), the game is over. Whoever has the 
highest score now is the winner, whoever has the second-highest score gets second place, whoever has 
the third-highest score gets third place, etc. If two or more players have the same score, see the 
following examples of how ranks are assigned: 


Player 1 Player 2 Player 3 Player 4 
Score 45 90 90 30 
Rank 3rd 1st 1st 4th 
Player 1 Player 2 Player 3 Player 4 Player 5 
Score 50 77 75 35 50 
Rank 3rd 1st 2nd oth 3rd 


Alternative Play Suggestion: Have players compete to end up with the LOWEST score, rather than the 
highest one! In other games, this is called “misére” (pronounced “mih-ZAIR”). 


